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call, and 'set up shop' in the Dungeon, with the blessing 
of the Dragon , Melkor. They have brought with them a 
menagerie of machines they call the 'Automata' and 
have created many Minotaurs (see below) to guard them. 
If you come face to face with these psychopathic nut¬ 
cases there are a few points you should bear in mind. 
They carry small bombs which they will hurl in 
your direction on sight. Then the Alchemist will 
endeavour to remove various parts of the victims body 
for experimentation, using a rusty old saw. Naturally, 
this will prove an unpleasant and ultimately fatal 
experience. The standard tactic for dealing with these 
vicious little sods is to obliterate them utterly as quickly 
as possible, using whatever weapons you can bring to 
bear. Be warned though, they have a highly developed 
resistance to all magic, especially to red and blue magic 
and their artificially augmented life-force enables them 
to endure surprisingly high levels of punishment. 



The Automata 

These are the machines created by 
the insane Alchemists of Chaos. 
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Greater Automaton 

The Alchemists' crowning achievement to date, the 
Greater Automaton is a massive man-shaped war 
machine, driven by steam and arcane artifice. One of its 
mechanical appendages throws out jets of burning 
flame, the other is tipped with great steel pincers for 
the piercing and slicing of flesh. It is festooned with 






whirling blades and spinning drills, making close 
combat with this mechanical monstrosity a risky 


the living, 



k. Fortunately, 


it has weaknesses. Fire will do it great harm, and 
energy-based attacks like the Flamelance, and the Arc of 
Power will also damage it greatly. 


Minor Automaton 



This is i 
looks h 




larmless.Tlmost cute, at First glance. But don't be 


fooled by its bumbling gait. The Minor Automaton is. in 
essence, a namethrower on legs. It'll bathe you in ttame 


nimble, they are 


look at 


Fast 


difficult to close with, as the continuous out-pouring of 
flame will scorch and burn you before you can get a 
hack in. Tty and take them from the side, oi sneak up 
from behind. Beltei still, blow them away from a 
distance with the 'Infernal Device', or any other Ranged 
Weapon you can get your hands on. 








The 


Scorpion Automaton 

Fascinated by the clinical efficiency of the Scorpion, the 
Alchemists fashioned a machine in the likeness of one 
of their favourite insectoid killers. This beautifully 
articulated machine is almost an exact replica of a 
gigantic scorpion, wrought in iron, and powered by 
forces known only to the completely insai 





Scorpion Automaton has the same strengths and 
weaknesses as the other automata - prone to Fire and 
energy based attacks, but armoured up. Burn and blast 
if you can • hand to hand with one of these is probably 
not the best approach. 


The ’Knackerer’ 

Knapkerer is a machine energised with the life-force of 
scores of people. Sacrificed cruelly by the Alchemists of 
Chaos for their own twisted ends, these innocent victims 
imbue the Knackerer with untameable power and 
limitless stamina. Unstoppable, but unseeing, the 
Knackerer wildly patrols its assigned route like a 
fuggernaut on the road to hell, its taloned wheels rolling 
implacably onward. Anything that gels in its way is |usl 
crushed. Thoroughly. So try not to get in its way. 







The Bloodbeast 


A creature of primordial horror, spoken of only in 
legend and myth, the Bloodbeast is said to be the spawn 
of the Old Ones, those ancient beings who also fathered 
the race of Dragons. Its massive, wart encrusted body 
exudes a slimy ichor, in which it wallows like a fat, 
bloated toad of improbable size. Us long and sinuous tail 
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The Circus of the Damned 


The Souls of the Damned. Those who led a life of 
evil, condemned forever to the Pit upon death. These 
wretched spirits provide the ectoplasmic matter for the 
Dukes of the Abyss to mould into there own hellish 
creations. Spawned in the crazed minds of the lords of 
hell, the Circus of the Damned are sent forth to wreak 
chaos and destruction amongst the living. 
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Death • Jugglers 

Street jugglers out of your worst nightmare, these 
vicious harlequins will try and batter you senseless with 
the clubs they hold in both hands, laughing all 
the while. 


Hell-king's Jester 

Once they have served their time, or rather survived 
their time entertaining the Dukes of Hell in their 
palaces, these devil jesters are released upon the earth, 
to entertain themselves. This usually involves beating 
the living to death with their jester wands. 






The Cult of the NecroDemon 

Th« members of this cult are demon worshippers, 
in thrall to their lord and master. Agtash, a demon 
from the pits of hell. Their souls were sold to the 
forces of darkness long ago. and now the cultists 
live only to spread their vile doctrine, and to 
bring suffering and death to all humanity. 













Warrior Priestesses 

Savage cultists who have sold their souls to evil, the 
Warrior Priestesses of the Cult of the NecroDemon 
wield a sword in each hand with unspeakable skill. They 
train constantly in double sword techniques and can be 
formidable opponents. Their vicious 'groin strike' is 
feared by all. Do not be fooled by their feminine 
appearance - they are dangerous, thoroughly corrupt and 
have embraced the worship of Agrash with a vengeance. 














High Priestesses 

The High Priestesses of Agrash are leaders of the Cult. 
They are the daughters of those cultists who have lain 
with the demon in satanic ritual orgies. Half-woman, 
half-demon, these Priestesses wield the sword and Devil- 
staff. They have great magical powers and are capable of 
firing spells from their staves. Watch out! 
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Demonwitch 

For a priestess of the cult it 
is the greatest honour to be 
transformed into a Demon 
witch. In an accursed ritual, 
the priestess offers up her 
soul to the powers of the 
pit. and a demon-spirit 
possesses the now empty shell of her body. This 
possession foully mutates the body of the priestess into 
the form of a demon of the dark. They have four arms, 
and carry sword and shield in two of them. The other 
two end in razor-sharp steel claws with’ which to rend 
their foes. Large and powerful. Demonwitches can be 
hard to defeat. They are insensate devil-bitches who do 
not feel pain - only death will halt their frenzied attacks. 
And their battle frenzy is dangerous indeed, for they can 
bring to bear sword, claw and shield in combat. 








Agrash the 
Necromantic 
Demon 

Agrash is a Greater Demon 
from the Pits of Hell who 
has entered into an unholy 
alliance with Sukumvit and 
Melkor. He looks like a 
powerful, red devil. 
Agrash has many troops 
from the Abyss under 
his command, including 
his fanatical worshippers, 
the Warrior Priestesses. 
Agrash himself is a mighty opponent. He has control 
over the flames of hell, and can launch fireballs from his 
Magic Trident. He is immune to the effects of fire, and 
of explosives for these are his elements, and he has 
power over them. His one weakness is the Red Sword, 
forged specifically to deal with creatures of fire. It is 
your one sure hope. He can be slain by other means, 
but only the most skillful will prevail and those without 
magic weapons will have the hardest time of all. 




















The Dragon Knights 

These aie an order of Knights who have sworn 
allegiance to the great Dragon. Melkor. They 
have served him for many years, and their 
hearts have been corrupted utterly. There are 
three Chapters of Knights in the Order: 


















featless opponents. They have one weakness • their 
atmour. Damage it, and you damage the spirit within. 
Blunt weapons like the Magic Warhammet are the best 
for the job. 

The Red Dragon Chapter 

These are the veteran warriors of the Order, those who 
have not yet embraced death. They are still morul 
humans, though steeped in corruption. They Fight with 
the mace. Fortunately, there is nothing unnatural about 
them, save for their love of evil, but nevertheless they 
are still an opponent to be respected. 


The Dragonsbreath Chapter 

These knights are newly initiated into the order. They 
are not as skilled as the others, but they're weapons 
make them formidable in combat. Wearing armour of 
white and black, they catty maces and one-handed 
crossbows. These crossbows have a high rate of fire, and 
several of these Dragonsbreath knights gathered 
together can be a match for the greatest of heroes. 
Battle them with care. 
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Flying Insect Warriors 

These are dragonfly like insects with a sting in the ’uil. 
They will swoop down on you, rear up and try to sting 
you in the face, injecting an acidic substance that causes 
great pain and cellular disruption. Fortunately, it is not 
poisonous. You cannot afford to allow too many of these 
things to come at you at once. Destroy them as fast as 
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stone with a glance. Her gaze is fatal to all, if she 

counter this effect (another way to counter it is too hack 
her head off with the biggest sword you can find!). She 
carries no weapons, for she has no need of them. 
Beware this deadly foe, and tty not to look into her eyes. 
Keep your face turned away from her gaze. And destroy 
her as soon as possible. Her sisters aren’t as dangerous, 
relatively speaking. One wields a sword, the other an 
axe. Their favourite tactic is to come at you from the 
rear or the side, whilst you're desperately trying to avoid 
the gaze of their leader. All three sisters are resistant to 
non-magical weapons, but not immune. They can be 
killed with a little luck. Well, a lot of luck really. 






















































The Ratmen 


Skabulus. King of the Ratmen has proved to be one 
of Baron Sukumvit's closest and most loyal allies. He 
has moved into the Dungeon in force, with a veritable 
army of Ratmen, including Grenadiers. Swordsman. 
Musketeers and huge Rat Ogres. He and his horrible 
crew have dug themselves in. fortifying large sections 


of the Dungeon. 





















The Rat-Ogre 

TKe tieulenanls of the Ratman host, the Rat-ogres are 
club-wielding Ratmen of enormous size. They rarely flee, 

their massive clubs. They can dish out a lot of damage, 
as well as Uke it. Try to avoid hand to hand combat 
where possible, though they can be defeated in close 
combat if necessary. 



King Skabulus 

Skabulus is the toughest and most zuthless of the Rat- 
ogres. His gold crown and befewelled club betray his 
status. You will have to defeat him to reach the Dragon. 
Watch for his elite Rat guards, who are tougher than the 
average Ratmaii. 





























The Undead 


The Hosts of the Dead infested the Dungeon long 
ago. and even more of their numberless legion^ 
accompanied Agrash on his journey up from the Pit. 
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resort to if necessary. All the Skeletons share certain 
strengths and weaknesses. Blunt weapons are more 
elective then edged weapons, and fire, explosives and 
ballistic weapons have reduced effect, due to the nature 
of the enchantments that bind their bones together. As 
they are powered by Necromantic sorcery, non-magical 
attacks have little effect upon them. They are totally 
immune to Black magics, and Red magic is of limited 
use. White magic, of course, is their great weakness. 
The Silver Sword can shatter their bonny frames so 
thoroughly that they will never rise again. 
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